Based on Technology Acceptance Model (TAM), this paper constructs the augmented reality electronic publication communication effect model (AREPCEM) and analyzes the data among youth. It is found that the first-level index (use and recognition) and second-level indicators (external variables, perceived usefulness, perceived ease of use, satisfaction, dependency) have positive relevance to audience recognition among youth.
and immersion is one of the best carriers to achieve the correct display and reading comfort of electronic publications. The difference between augmented reality of electronic publications is that they move from static to dynamic, from reading to experience (Huang et al., 2016) , so that youth' needs is greatly satisfied, but also to stimulate the youth's second interest in the development of the audience. According to the relevant literature search and practice, the author believed that augmented reality of electronic publications is an extension of traditional paper publications, referring to the computer technology. The virtual publication of the content mapped to the real world, the real content or the environment and virtual content or the environment is superimposed in real time on the same screen or an electronic publication of the same space. At present, domestic and international enhancement of real electronic publications mainly concentrated in product research (Hwang et al., 2016; Lai et al., 2015) and product effects (Phillips, 1991; Rothenberg, 2000) . Dünser et al. (2008) identified all papers which include A Revaluations we reviewed research publications between the years 1993 and 2007 from online databases of selected scientific publishers. Lai et al. (2015) uses the technology with iPad mobile device to display 3D models, 3D animations, video splaying, websites and web server connectivity for children education. The results and evaluation of the project shows the interactive 3D animation and self-assessment functions significantly support students to improve their learning experience and performance. The software product of this project, from the business perspective, creates a new business marketing dimension in digital publishing and increases the selling profits in the book publication business. Hwang et al. (2016) designed a competitive gaming approach which is proposed to support AR-based learning activities conducted in real-world contexts. An experiment has been conducted on an elementary school ecology course to explore the effectiveness of the proposed approach in comparison with the conventional AR-based mobile learning approach in field trips. The experimental results show that the AR-based gaming approach can improve not only students' learning attitudes, but also their learning performance on the field trip. Accordingly, discussions and some suggestions for future work are provided. Huang et al. (2016) based on Kolb's experiential learning theory, the current study develops an eco-discovery AR-based learning model (EDALM) which is implemented in an eco-discovery AR-based learning system (EDALS). In a field experiment at a botanical garden, 21 middle school students constitute three groups participated in a learning activity using different learning types and media. Quantitative results indicate that, compared to the humanguidance-only model, EDALS successfully stimulates positive emotions and improved learning outcomes among learners. In post-activity interviews, students indicated they found the exploration mode provided by the proposed system to be more interesting and helpful to their learning in school. The use of attractive technologies increases students' willingness not only to learn more about the environment, but also to develop a more positive emotional attachment to it. Therefore, this paper takes "augmented reality interactive science books" as an Davis (1989) proposed a technology acceptance model (TAM) based on the study of rational behavior theory, which is mainly to study the degree of user acceptance of information systems (Venkatesh & Davis, 2000) . The main contents of the technology acceptance model are: external variables are composed of willingness to use and use attitude, which is determined by the individual's position and perceived usefulness of the system; the attitude towards is shared by perceived usefulness and perceived ease of use. The perceived usefulness of the individual will have a direct impact on the use intention of the individual, and the perceived ease of use will directly affect the perceived usefulness of the individual (Venkatesh & Davis, 2000) . The technology acceptance model considers that the use of the system is determined by the intent of the act, which is determined by the attitudes and perceived usefulness of a person's desire to be used by the usefulness of cognition and the ease of use of cognition. The perceived usability is determined by perceived ease of use and external variables, and perceived ease of use is determined by external variables, while external variables are internal beliefs, attitudes, intentions, and differences in the technology acceptance model of the differences between individuals, environmental constraints, and control of interference between the factors established (Venkatesh & Davis, 2000) . 
Reliability and Validity Analysis
The usual attitude and opinion questionnaire uses the Cronbach's alpha reliability coefficient, which is used to test the consistency and stability of the topics under the same series of concepts. According to previous studies, Cronbach's α represents the correlation between the subjects under the measurement variables. The larger the Cronbach's α reliability coefficient, the greater the correlation, that is, the higher the degree of internal consistency between the various subjects under the measurement variable. The author uses SPSS statistical software to test the reliability of each measurement variable of the questionnaire, and accumulate the variance analysis of these measurement variables to check whether the measurement variables of this questionnaire conform to CFA (confirmatory factor analysis). As a result of the augmented reality electronic publication effect of the model of the primary and Advances in Applied Sociology secondary indicators of the measurement factors include different topics, so the author of these items on the total term of the reliability of the further analysis. Table 1 shows that the measurement factors of the questionnaire and the relationship between the various factors have good reliability, which are suitable for the subsequent validation factor analysis.
Structural Equation Model Analysis
1) Confirmatory factor analysis Based on the above, Figure 2 shows that the model of the validation factor Table 3 shows that the fitting index of the confirmatory factor and the fitting index of the confirmatory factor were found:
and CFI are in line with the test standard, which shows that the verification factor of the propagation effect model of the effective in augmented reality electronic publication has good fit.
2) Structural equation analysis a) Model construction
Through the confirmatory factor analysis of the previous section, the fitting index of the variables in the confirmatory factor model and the relationship between the variables and the observed values is tested and found that the fitting is better. Based on this, the author divided them into five factors to enhance the observed variables of AREPCEM. First, we construct an overall model of AREPCEM. It is expressed as: A means to AREPCEM, X is used in the model, X 1 is the external variable, X 2 is the perceived usefulness, X 3 is perceived ease of use;
Y is the recognition, where Y 1 is the satisfaction degree, Y 2 means the degree of dependence factor. The specific path is presented in Figure 3 . b) Basic fit standard Table 4 shows that the factor load ( λ ) of each observation variable is more than 0.5, t value is greater than 1.96 (t is greater than 0.05 significant level).
There are no negative measurement errors in all the factors that the effectiveness in AREPCEM. Therefore, the structural equation model is a good fitting model. Due to the requirement of the inherent fitting index of the structural equation model, the reliability of construction is greater than 0.7 and the average variation extraction is greater than 0.5, so the index of all the index factors meet the requirements. Table 6 shows that the structural equation model which the augmented reality electronic publication has good intrinsic fit. Figure 3. Overall model of AREPCEM. are all greater than 0, and the t value is greater than 1.96 T is greater than 0.05), indicating that the relationship between the independent variables and the de- In this paper, Table 8 shows that the hypothesis is tested by the three main analytical methods, such as descriptive statistical analysis of sample data, reliability and validity analysis and structural equation model analysis (confirmatory factor analysis and structural equation analysis). According to the author's model, external variables are measured by the youth's daily habits, youth's holiday habits, youth use frequency, youth years of use. As we all know, external variables are not only the requirements of the youth itself, but also the environment where the experience there is a certain requirement. And AREPCEM of the surrounding environment creates the environment, real-time interaction so that youth not only get knowledge, but also based on their own habits of interest, even are stimulated by the power to get. At the same time, the author in the above assumptions H1-1: augmented reality electronic publication effect model in the external variables will affect the impact of youth spread. According to the above data analysis, in AREPCEM, external variable path parameters are high, that is, the model in the external variables will affect the impact of youth to disseminate the effect.
Perceived Usefulness
According to TAM, the perceived usefulness will have a direct impact on the willingness of the individual to use, in addition to having an impact on the use attitude. Therefore, the AREPCEM proposed by the author perceived usefulness refers to the ease with which youth use to enhance practical skills. Perceived usefulness will be affected by external variables, such as the use of youth habits, the use of behavior and so on. As a result, more than 60% of youth feel inclined to use real-world electronic publications when they get relevant news and entertainment. Meanwhile, the author assumes H1-2: augmented reality electronic publication effect model perceived usefulness can improve the effectiveness of youth communication.
According to the above data analysis, in AREPCEM, perceived usefulness path parameters are higher, that is, perceived usefulness has a greater impact on its identity.
Perceived Ease of Use
Perceived ease of use in the "TAM" directly affects the perceived usefulness of the individual. Therefore, the author sets AREPCEM. Perceived ease of use refers to the extent to which youth use the effort to augmented reality electronic publications, or to make it easier to enhance the availability of augmented reality electronic publications. Perceived ease of use will directly affect the perceived usefulness of youth.
According to AREPCEM, perceived ease of use through the youth feel that the new media to use this three-level indicators to conduct research. In AREPCEM, youth will focus on such as rigid body or fluid these can not be in the real physical environment in the ideal state of transmission, to achieve their own media and other media differentiation of awareness. Youth sense the sensory experience by sensory knowledge to the augmented reality electronic publication and other types electronic publications to distinguish between the impression in the mind, a variety of sensory experience together, so that knowledge transfers to maximize. More than two-thirds of the youths feel that the augmented reality electronic publication relative to other graphic publication, 3D animation publication and other practical operations and expectations are better for use. For example: the augmented reality electronic publication on the simulation of cell activity shows that the cell structure and changes in the process of display, 3.2. Recognition 3.2.1. Satisfied TAM shows that the actual system will make use of youth to produce satisfactory results. Therefore, the AREPCEM proposed by the authors must appeal to the satisfaction of the youth. The augmented reality electronic publication and other types of publications are different for its dissemination of knowledge and cultural connotation; knowledge and cultural connotation is an invisible product.
Therefore, the degree of satisfied is particularly important in the augmented reality electronic publication among youth. At the same time, poor performance of AREPCEM may result in the youth's dissatisfaction towards certain knowledge.
Therefore, the degree of youth's satisfaction is the basis for the ultimate goal of enhancing the effectiveness in the augmented reality electronic publication. According to AREPCEM, the degree of satisfied through the display, real-time feedback related knowledge, multi-sensory integration experience of the three indicators constitute the test. Youth use real-time interactive experience in the augmented reality electronic publication through the combination of the actual situation with the system, a clear understanding of the need to understand the physical knowledge, and access to different situations, to achieve sensory multi-dimensional experience. For example: the augmented reality electronic publication on the DNA replication of this biological phenomenon simulation, shows the abstract structure of the DNA and its abstraction process of three-dimensional simulation shows that allowing youth immersed in which interactive, more intuitive display, letting youth access to knowledge, into the relevant knowledge of the situation, real-time feedback related knowledge, multi-sensory integration experience, in order to achieve better communication effect. Because the scientific phenomenon of DNA replication is difficult to observe under the microscope, other graphic publication, 3D animation publication and other publication indirect display method, it is difficult for youth to experience, youth can only rely on imagination to be able to form memory in the mind, this abstract memory due to individual differences in individual audience led to different cognitive effects, the difference is greater. Therefore, the augmented reality electronic publication allows youth to acquire knowledge, into the relevant knowledge of the situation, real-time feedback related knowledge, multi-sensory integration experience. At the same time, the author in the above hypothesis H2-1: the satisfaction degree of AREPCEM can improve the effect of the youth. According to the data analysis of the above table shows enhances to AREPCEM, the satisfaction degree of path parameters is high, that is, satisfied can improve the effectiveness of youth communication in AREPCEM. Advances in Applied Sociology 3.2.2. Dependency "TAM" shows that the degree of dependency on the use of the actual system is an indispensable bridge between youth and media communication. Thus, in AREPCEM, the augmented reality electronic publication through youth relies on the youth to create a positive emotional experience, so that youth are in the promotion of real electronic publications in the communication of consciously or unconsciously to the publication of a certain degree of dependence. The author builds AREPCEM, the degree of dependency is tested by the youth who have been remembered by the use of knowledge and will recommend others in the augmented reality electronic publication. It is well known that the emotional experience of youth is the strongest path in the augmented reality electronic publication. Youth have a strong dependence on emotional experience in the process of interacting in the augmented reality electronic publication, and continue to deepen over time. In the process of youth experience, the direct face of interaction is one of the most powerful emotional dependence, this direct face interaction will continue to stimulate the youth perception of the organ, get a strong dependence experience. Thus, under the same or identical conditions of the carrier, the youth tends to choose products that make themselves feel good and will maintain lasting loyalty and promote in the augmented reality electronic publication.
As a result of the augmented reality electronic publication that youth get the greatest degree of cognitive stimulation and experience, expand the creative thinking, to achieve a more effective dissemination of recognition results. And other graphic publication, 3D animation publication and other publications are usually only able to meet the augmented reality electronic publication to promote the effectiveness, 3D animation publication and other publication can only get a level or a certain level of overlapping interaction rarely. As a result, the effect of the augmented reality electronic publication is higher than that of other publication. At the same time, the author in the above hypothesis H2-2:
The degree of reliance of AREPCEM can improve the effectiveness of youth.
According to the above table data analysis shows that in AREPCEM, dependency path parameters are higher, that is, dependency can improve the effectiveness of youth.
Conclusion
The results from our study found that the first-level indicators (use recognition) and secondary indicators (external variables, perceived usefulness, perceived ease of use, satisfied, dependency) have a positive correlation to youth identity.
Although the current study has its shortcomings, they can be resolved with future research and much larger collection of data sample. Future data should include variables such as gender, occupation, age, education and other demographic in order to better understand the impact of recognition process factors and factors among youth.
